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Building a Taxonomy of Player Types and the Effects on the SELF and
Interaction
between
Players
Purpose

The purpose of this project is to review the literature on fantasy
football to provide a theoretical background and propose a future
study based on the available literature.

Background

Fantasy baseball is the original fantasy sport, also known as
Rotisserie Baseball, created by a New York Times sports writer
named Daniel Okrent and his buddies in 1980. As for fantasy
football the origination date is unconfirmed, but the original
league was named the Greater Oakland Professional Pigskin
Prognosticators League creates in Oakland, California (Lomax,
2006).
Fantasy Football is played in online leagues such as yahoo.com,
espn.com, and nfl.com. There are two types of leagues: pay-toplay in which one pays an entrance fee to compete for a jackpot
that can range into the thousands of dollars (Boudway, 2012), or
the free leagues in which players do not pay a fee but can still
enjoy fantasy football. Once a player has joined a league the
player becomes a “team owner” in which they draft real National
Football League (NFL) players to be on their virtual team. After
the draft teams play during the regular NFL in which a team
owner may play, drop, add, or trade players. The objective is to
win weekly games determined by which NFL players score the
most points between each team through statistics such as
touchdowns, yards, fumbles, etc. Teams who win the most games
advance to the playoffs with the chance to win their fantasy
football league.
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Significance

Fantasy sports is a relatively new but understudied field that
needs more attention. The primary reason fantasy sports should
be taken seriously is its economic footprint was estimated at $1
billion in 2010 (Montague). Fantasy football has shown
importance in two areas: millions subscriptions to fantasy leagues
such as 5 plus million users on espn.com (Fisher, 2012), and
more sports more media outlets are covering fantasy football with
dedicated time and space to the activity (The Huffington Post,
2012).

Literature Review

Gambling theory provides a framework in which terms adapted from gambling are applicable to fantasy
football. An early article on fantasy baseball conducted an iterative approach to provide future theory
and research on the subject. The authors connected gambling to fantasy baseball through the broad
definition of gambling: something of value, usually monetary, is wagered on a probable outcome. This
definition can apply since monetary value may not always be wagered, but the game is the wager itself
since players want to make the playoffs and win their league. From the definition two types of players
are defined: serious players or people whose lives have been changed significantly by a fantasy sport;
and b) casual players or the opposite of serious players. Thus the researchers applied the DSM-IV’s ten
diagnostic criteria provided a framework discussed in the results. Results showed positive and negative
effects of fantasy baseball: positive showed the cognitive abilities for players to analyze the statistics
improved; six negatives were found negative psychological consequences:
1) preoccupation, 2)
tolerance, 3) loss of control, 4) restlessness/irritability, 5) escape, and 6) family/work/school problems.
Overall they found fantasy baseball to be a positive healthy recreation that also served as an outlet for
social interaction and provided some psychological benefits too (Bernhade & Eade, 2005).
	
  Motivational types provide categories to define players’ participation in fantasy football. A study looked
at the relationship between football involvement and traditional NFL fan loyalty by examination of which
factors affected fantasy owners’ participation through the fantasy sports phenomenon, fan loyalty, and
consumer involvement. The study applied the psychological commitment to a participant’s commitment
that defined a person could be: a loyal to their NFL team, or their fantasy team due to either tendency
or unwillingness to change one’s preference toward a particular professional sports team. Thus the study
examined the level of fantasy football involvement related to a participant’s loyalty to their favorite NFL
team, and what explanatory variables predict a participant’s level of fantasy football involvement.
Results showed both research questions were significant but had juxtaposing results that make the
study difficult to validate. Implications described how the NFL and marketers could utilize fantasy
football to have participants spend more time and money on fantasy sports related products (Dwyer,
2011).
Another investigation of motivational types looked at fantasy sport users (FSU) and online gaming to
explore motivational types of FSUs using the Q-Sort methodology. Both scholars noted the lack of
literature review on the topic of fantasy sports in an online environment.
Previous research has
supported the study with the uses and gratifications approach that examined motivations on how FSUs
participated in an online environment. Furthermore, the study observed some characteristics of the
Internet: 1) interactivity; 2) demassification; and 3) asynchroneity. Thus, the authors proposed two
research questions: which motivations are most important to fantasy sports users, and from the
motivational combination which FSUs emerge. Research suggested FSU fell into two categories:
surveillance and arousal motivations in which either an FSU enjoyed outsmarting other players, or had
no expertise but sought to win. The three characteristics of the Internet suggested the following about
fantasy sports participants: asynchroneity as the most important to low skilled players; demassification
important to all groups; and interactivity was the most crucial characteristics to skilled players. Primary
motivations supported past research, but social interaction ranked low in the study by most participants.
The authors connected the results to their operationalized definitions well, but should have spent more
time on their limitations for a balanced review (Farquhar & Meads, 2007).
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Uses and Gratification provides another theoretical approach to
researching. This theory can help explain why people use fantasy
football to fulfill a need such as gambling, competition, or social
interaction.
One study examined the underlying motivational dimensions of
fantasy football participation, and proposed building a new scale
to measure sports fan motivations in fantasy football. Two
theories influenced the particular study: uses and gratifications
paradigm assumed people actively selected a media and usage to
fulfill their needs, or in other words how people use media; and
sport motivations. The Sport Fan Motivation Scale was the first
scale to measure sports fans motivations that later led to a new
scale called the Sports Motivation Scale that helped to explain
extrinsic and intrinsic motivation. Extrinsic motivation explained
that one engaged in an activity for material rewards or to avoid
external constraints; intrinsic motivation involved engaging in an
activity solely for pleasure and satisfaction of participating in the
activity. Lastly, the study looked to develop and validate a
Motivational Scale for Fantasy Football Participation (MSFFP)
based off a 2007 study that identified a set of common
underlying motivations for fantasy league participation that
influenced. Results examined four components: 1) competition;
2) social interaction; 3) entertainment/escape; and 4) gambling.
The results showed these factors had correlation significance to
each other: entertainment/escape, competition, and social
interaction with the exception of entertainment/escape and
gambling. Some tables from this study are shown below the
sections (Dwyer & Kim, 2011).

Proposal

The paper proposes two research questions: one is the effects
of motivational types of fantasy football on the Self and how the
Self interacts with other fantasy football participants. To
measure this interaction a taxonomy of motivational types from
the previous literature will be applied to the research questions.
Each taxonomical category will give a set of motivations to
define a serious or casual player. The methods will use an
adaptive form of the MSFFP. A convenience sample of college
students at any university will be handed out online to adults
who currently participate in a fantasy football league.

Research Questions

RQ1: Which taxonomy of motivational types is most important to
a serious player?
RQ2: Which taxonomy of motivational types is most important to
a casual player?
How the Self and interaction with other fantasy football
participants are effected by the motivational types.

References
Bernhard, B. J., & Eade, V. H. (2005). Gambling in a fantasy world: An exploratory study of
rotisserie baseball games. UNLV Gaming Research & Review Journal, 9(1), 29-42.
Retrieved from
http://ezproxy.library.unlv.edu/login?url=http://search.ebscohost.com/login.aspx?
direct=true&db=s3h&AN=16950495&site=ehost-live
Boudway, I. (2012, September 13). Bloomberg businessweek: Lifestyle. Bloomberg
BusinessWeek. Retrieved November 12, 2012, from http:// www.businessweek.com/
articles/2012-09-13/fantasy-football-vegas-style
Dwyer, B. (2011). Divided loyalty? An analysis of fantasy football involvement and fan loyalty
to individual National Football League (NFL) teams. Journal of Sport Management,
25(5), 445-457. Retrieved from
http://ezproxy.library.unlv.edu/login?url=http://search.ebscohost.com/login.aspx?
direct=true&db=s3h&AN=67409618&site=ehost-live
Dwyer, B., & Kim, Y. (2011). For love or money: Developing and validating a motivational scale
for fantasy football participation. Journal of Sport Management, 25(1), 70-83.
Retrieved from
http://ezproxy.library.unlv.edu/login?url=http://search.ebscohost.com/login.aspx?
direct=true&db=aph&AN=59667723&site=ehost-live
Farquhar, L.K., & Meeds, R. (2007). Types of fantasy sports users and their motivations. Journal
of Computer-Mediated Communication, 12, 1208–1228.
Fisher, E. (2012, September 7). Fantasy football participation this year exceeding typical growth
patterns. SportsBusiness Daily. Retrieved November 12, 2012, from
http://www.sportsbusinessdaily.com/Daily/Issues/2012/09/07/NFL-Season-Preview/
Fantasy-Football.aspx
Huffington Post (2012, November 11). Yahoo fantasy football servers slow down before NFL
Week 10 (And Twitter Is Not Happy). Breaking News and Opinion on The Huffington
Post. Retrieved November 12, 2012, from
http://www.huffingtonpost.com/2012/11/11/yahoo-fantasy-football-servers-down-nfltwitter_n_2114946.html
Lomax, R. (2006). Chapter 23. In Raney, A. A., & Bryant, J. The New Online Arena: Sport,
Marketing, and Media Coverage in Cyberspace. Handbook of sports and media (pp .
383-392). Mahwah, N.J.: L. Erlbaum Associates.
Montague, J. (2010, January 20). The rise and rise of fantasy sports. CNN.com
Retrieved November 11, 2012, from
http://www.cnn.com/2010/SPORT/football/01/06/
fantasy.football.moneyball.sabermetrics/index.html

